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[ook for this seal on all software and accessories 
for your Nintendo Entertainment System. It repre- 
sents Nintendo's commitment to bringing you only 


" . ] . 
the highest quality products. Items not carrying 


this seal have not been appro ed by 
Nintendo, and are not guaranteed 
to meet our standards of 





excellence in workmanship, 
reliability and most of all, 
| entertainment value. 

















Thank you for selecting the Nintendo Entertainment System? Super 
Mario Bros.® & Duck Hunt? Pak. 


GAME SELECTION 
When you turn the system power switch on, 
a screen like that to the right will appear. 
Use the SELECT button to choose the game 
you want to play. 
When you select a game, Mario will appear on 
the screen for the Super Mario Bros. or a 
duck will appear for Duck Hunt. 
When you have decided on the game you want 
to play, press the START button and a demo 
screen will appear. 
Refer to the game's starting procedure before starting. 


CAUTION 
To return to the game selection screen once the game is over, either press the 
RESET button or turn the power switch off and then on again. 


©1988 Nintendo of America Inc, 
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SUPER MARIO BROS.® | 


OBJECT OF THE GAME/GAME DESCRIPTION 


| 

| One day the kingdom of the peaceful mushroom people was invaded by the 

| Koopa, a tribe of turtles famous for their black magic. The quiet, peace-loving 
Mushroom People were turned into mere stones, bricks and even field horse- 
hai; plants, and the Mushroom Kingdom fell into ruin. 
The only one who can undo the magic spell on the Mushroom People and 
return them to their normal selves is the Princess Toadstool, the daughter of 
the Mushroom King. Unfortunately, she is presently in the hands of the great 
Koopa turtle king. 
Mario, the hero of the story (maybe) hears about the Mushroom People's 
plight and sets out on a quest to free the Mushroom Princess from the evil 
Koopa and restore the fallen kingdom of the Mushroom People. 
You are Mario! It’s up to you to save the Mushroom People from the black 
magic af the Koopa! 





Please read this instruction booklet to ensure proper handling of your new game, 
and then save the booklet for future reference, 





1. PRECAUTIONS 


1) This is a high precision game. It should not be stored in places that are very 
hot or cold. Never hit or drop it. Do not take it apart 
2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 


damage the ga 
3) Do not clean with benzene, paint thinner, alcohol or other such solve 
Note: In the interest of produ mpr ment, Nintendo Entertainment System sj 
o change without prior not 
d to take adv 
h rounded screens may block portion of the 


ONTROLLER PARTS 


AND OPERATING INSTRUCTIONS 


Controller 1/ Controller 2 *Controller 1 — for 1 player game 
* Controller 2 — for second player in 2 player game 
dp Control pad T VS 


moves Mario (Luigi): 
Walk to the right 


(Push button B at the 
same time to run.) 
Crouch. 
~ (Super Mario only.) 
Sn Walk to the left 
“SELECT button ! —— (Push button B at the 
same time to run.) 











A button 
Jump ........... Mario (Luigi) jumps higher if you hold the button down longer. 
& 
Swim ........... When you're in the water, each press of this button makes you bob 
up 
a too lazy about swimming or you'll get pulled under by 
whirlpool at the bottom of the screen 


B button 


Accelerate ... P this button to speed up, then jump and you can go all the 


& 


Fireballs...... After you pick up the fire flower, you can use this button to throw 
fireballs. 


SELECT button 


Use this button to move the mushroom mark to the 
game you wish to play 





START button 
in to begin. 
Pause: 
If you 
und, a 
yu wish to continue 


The pa 

when y 

off, 

"The TOP SCOR 
s turned off. 


3. HOW TO PLAY 
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Starting position and time progress 


s At the beginning of the round, 


ever, on ario gets z st ha y thro doesn't have to go al 
the ning after gettin e in by c e bad guys 
vou get to the last castle, you start the game over from th 


jht of the screen starts ticking away 
) the end of each area is added to 


> remaining-time bonus when you get to the very last cas 


is a sma B, fore 

you get to the tle you have 

to go up a big staircase and 

jump onto a flagpole. The 

higher you jump onto the 
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| Jumping.......Mario and Super Mario both jump the 
same height. 

height Mario jumps depends on how long you 
ie Å button down. 

e You can use the += control pad to make Mario 

k to the left or right even i 
e Pushing the B button makes Ma speed up, and 
when Mario is speeded up he can jump higher. 


elf Mario p 3 1 
* In addition, there are other way 





Mario, Super Mario, Invincible Mario, etc. 


Mario 


A 
t 


Mario's Friends 

If you come across mushrooms who have been turned 

into bricks or m invisible, they reward you by 
o boost. With each boost Mario 
into a different, more powerful Mario, as 
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| Magic Mushroom re Flowe Starman 
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[return to regular Mario when bumped into 
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Beware! The following are deadly: 
«Bumping into members of the Turtle Tribe and other baddies. Walking into 
flames, 
u bump into a 4% you had once kicked. 
ar, Super Mario turns into regular Mario and the game continues at tha 


en you fall into a pit or get sucked down a drain 
eTime runs out 


Little Goomba Koopa Troopa 
É (green) 





hs 


Koopa Troopa Koopa Paratroopa 
(green) 


s chicken Very mid, h A bit aut of control, he wings around aim 
and run t y and comes at all of a sudden 
rand C 


for a while 


Koopa Paratroopa 
Buzzy Beetle 


toughy, firebal 





The Hammer 
Brothers 


L u's pet, but à wild fighter, You can't 
kill him by jumping on top of him 


200 PTS 











> 
Spiny's eggs Cheep-cheep 
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Bullet Bill Bloober 





Mushroom 
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King of the Koopa 
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Toadstool board 














3. 


" 





Bulldozer attack 
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Chain-reaction techniques 
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DUCK HUNTO 


This game requires the Zapper” Light Gun Attachment. 


OBJECT OF THE GAME/GAME DESCRIPTION 

This fast action target game takes you into the marshes with your trusted 
hunting dog at your side. He'll flush out your prey, then it's split second 
timing and sharp shooting accuracy to bag these ducks. Take on one duck or | 
two at a time, and then as a true test of marksmanship, try clay shooting — 
the ultimate challenge! 


Please read this instruction booklet to ure proper handling of your new game, 
and then save the booklet for future reference. 


1. PRECAUTIONS 

T) This is a high precision game. It should not be stored in places that are very 
hot or cold. Never hit or drop it. Do not take it apart 

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 
damage the game. 

3) Do not n with benzene, paint thinner, alcohol or other such solvents. 

4) Read the instruction booklet for the Zapper thoroughly, 

Mote: In the intere E o Mintend ntertain ment System specif 

to change without prior ne 2 





2. CONNECTING THE ZAPPER TO THE NINTENDO 








Nintendo Entertainment Systerh Control Deck 





ENTERTAINMENT SYSTEM CONTROL DECK 


Zapper 
(NES-005) 


Insert the Zapper's connector into the Controller socket 2 





3. NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 


Controller 1 Controller 1 — START/SELECT or for 
second player in Game A 


Control Pad Le 
E, Control pad 

Used with Game A for second player to 
control duck's flight pattern. 

A button — not used 

B button — not used 





A button 
B button 
— START button 
SELECT button 


D SELECT button 
DUCK When this button is pressed, the arrow (+) on the 
screen moves Line up the arrow with the game 
B HUN Li T you wish to play 


è GORE & — à Gue Game selection is also possible with the Zapper. 
wer © » DUCHA 
Ra CLAY SOTING 





START button 


Press this button to begin. Starting is also possible with the Zapper. 





25 





Pause: 

If you wish to interrupt play in the middle of a game, press the START button. 

The pause tone will sound, and the game will stop. Press the START button again 

when you wish to continue play. The game will continue from where you left off 

' The TOP SCORE will disappear if the reset tch is pressed or the power switch 
s turned off, 


4. OPERATING THE ZAPPER 


Target range: approx. 6 feet 
"The target range depends somewhat on the 
your TV. 
Adjusting the TV screen 
The TV screen must have its contrast and brightness 
adjusted perly for this game. If not, shots may 
not hit the targets. 
Selecting and starting games with the Zapper 
"Point the Zapper a from the screen w 
game menu displayed, and shoot. The arrow (>) w 
mo 
2 up the arrow (=>) with the game you wish to | 
and then shoot directly at the screen. The| 
‚ou selected will start, ; 


* Some TVs may not li de erly for the game. Pl djust the picture 


controls if the game doesn't start when the Zapper is fired at the screen 





5. HOW TO PLAY 


Game A: 

In this you hunt ducks one at a time, 
Vhen the und ds a duck, it barks and jumps 
nto the thicket. Ducks will then fly up one at a 
time. (The ducks will fly up from various locations.) 


This 
you on ave th! shots 
The flashing at the bottom 


your hit indicator and will turn 
, Round 


A MI s when all tht eu number| Hit ind 
fully used up, or when time s run out. en this a È | inum 
y | 


Shots lef 


happens, the color of th / ana d the duck 
flies away. (The hound r out and laughs at 


Pass line 


you.) 

Sometime O blue or of 
appear. get a bonus 

Each round ends after 10 ducks have 
at the bottom of the screen indic 

be hit to adva the next roi 
you adi 

The duc 


you adi 





[2 Players:] 

GAME A can also be played with two players. 

* One player is the hunter. The other player controls the ducks horizontally and 
vertically th the control pad, trying to avoid the hunter's shots until the sky 
color changes. (Ducks automatically escape when the sky color changes.) 





GAME B (Duck Hunt) 

In this game, two ducks fly up at the same time 

*The game is played in the same way as GAME A 
but the color of the sky doesn't change. 

* This game can only be played with one player. 


GAME C (Clay Shooting) 
> is a version of trapshooting. 
ons spring out and fly away in the distance Clay Pigeon 
‘o ata time, Aim carefully, and shoot them E 
pigeons become small very quickly as they rice Re DRCITIUES. 
It is easier to shoot them when they 


Duck 


As in GAMES A and B, a PASS LINE indicates the 
minimum count r sary to advance to the next 
round The game ends if the minimum is not 
achieved, 








[Shots:] 
GAME A . Three shots per duck 
ts per two ducks 
ots per two clay pigeons 


[Scoring:] 
GAMES A, B and 
* The points ei 
pending on th 
"A PERFECT bonus is awarded when a round is ended without a MISS. 


ow up on the n wherever a hit is made. Points differ 


[Advancing to the next round] 

* |f the hit indicator has reached the PASS LINE at the end of the round, you 
adva to the next round; ot , the game ver 

* The minimum count on the PASS LINE gradually increases as the rounds ad- 
vance (starting from the 10th round). 


[Round number] 
* Round numbers ar 





COMPLIANCE WITH FCC REGULATIONS 


This equipment ¢ es and uses radio frequency energy a 
used proper n strict accordance with the manufactur 
may cause i ere to radio and televis eception. Ith 
and found to nply th the limits for a C 
with the spå ons in Sohpart t J of Part 
o provide d 
tion. How 
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, which can be mined by turning the equi n i do 
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À S with respect to the 
Move the NES away from the receive 
Plug the NES into a different outlet so that computer and receiver are on 
ent circuits 
should consult tt saler or an experien 
for ad ndi sugg 5 user may find the following booklet 
prepared by the Federal Communicatio omir on helpfu 
; to Identify an esolve Radio—T V Interfe e Problems 
» U.S. Government Printing Office, Washington, 


0345.4 














90-DAY LIMITED WARRANTY NINTENDO GAME PAKS 


REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY: 
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